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CREATIVE INDUSTRIES HAWAII OVERVIEW

The St at e Creative dustrees Divisien (CID) is the lead agency dedicated to
advocatingfoHa wa i i 6 s repremears whichein tematceleratesghe o wt h o f
Creative Economy.

Comprised of thédawaii Film Office (HFO) responsible for the overall managermehthe

st at eshiore anddcdl flm industry development ar@reative and Cultural Industrie s
Office (CCIO), CID isresponsible for initiatives which suppdatent, infrastructure, policy
development and investment strategies for the statessgddiveindustriesspedrum, increasing
the capacity for entrepreneurial success while maintaining thea glab@ seputation as a
premiere location filming destination.

ThroughCID initiativessuch agCreative Lab, coupled with statef-the-artinfrastructure
development, the divisions f ur t her st r ereative dlusters imfigm, &, h e
culture, music, design, literary arfgblishing, creative and interactive mediall integral
components of Hawaii 6s creative and inno

Hawaii 6s Creativeéedlad ndustries Metrics

1 52,063jobs, 3,854businesses

1 6.1% of the stateotal civilian jobs

1 $3.6billion Gross Domestic Product (GDP¥ 4.3% of total State of HawaiGDP
1 + 12.8% growth between 2006 and 2016

Hawaii Film Industry Metrics :

1 2016 calendar yea$244.6 million in estimated productioexpenditures generated
$423.2 million of total output$26.4 millionin state taxeand2,593jobs statewide.

1 $500,000per year in revenues generated through lease rehiavedii Film Studio
deposited into the General Fun&5.5 million from 20062016

Through establishingthese metrinsi f i | m and the creative sé¢
and Economic Analysis Division (READ) defined the base, emerging, declining and trangit
sectors performance from 262616 helping to guide a statewide programmatic anerall
policy directon.

Hawaii 6s creative portfoli o, cfinmupoduetdn wi t
destinati on, i s the foundation on which
state to be a national and global leadesreative sectadevelopment as well as a hub for
creative media angroduction in the Pacific.
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DevelopingHa wa i i 0 sindustriesieas become raimportant economic development strategy.
Hawaii 6s cul tural di v e rasebrand difienerdiatorsgtisctngrailiioasi of viaitors h o s t
to our destination, while supporting a thriving creative industries cluSteruniqueness f Hawai | 0 s cC 1
artistic and culturalsectorsh el ps Hawai i 6s creative pr odvhile@lso c o mj
supprtingvi si t or spending and devel opi ng .tlhadditiogthbend at i
creative industries and their workforogpresenkey sources of ideas, contemeation for global export and
providethg al ent f or H achnaldogyabdsknowletger bgsedinglustyeos.

In order to capture and track data on the range of activitiesdinatddress théroader relationship
between creative industries and emerging markets for technology and entertaithmeResearch and
Ecanomic Analysis Division teamedip with the DBEDT Creative Industries Division teview more current
definitions of creativendustriesand revise the scope of the activitiedHra w a creative sectorThis effort
was largel\pbased osimilarwork done n Massachusetts. Thipdateadopted the same definition of the creative
industries as defined in the J@@12report.The creative sector now overlaps some elements of the technology
sector.

Industry Groups in the Creative Sector

The table belowprovides an overview of the 13 industry groups in the updted creative sector,
and their 2016 job count, based on thecurrent definition of the sector. In total, the creativandustries
accounted for about 52,063 jobs in Hawaii for 2016 This was up12.8% from 2006, and up 7.1% from
2008. The earnings average wass$,752.

CREATIVE INDUSTRY PRODUCTION GR
Industry Group 2016 Job
Marketing, Photography & Related 12,116
Performing and Creative Arts 9,198
Engineering and Research & Development 5,466
Business Consulting 5,124
Computer and Digital Media Products 4,997
Cultural Activities 3,639
Design Services 2,142
Architecture 1,983
Film, TV, Video Production/Distrib 1,981
Publishing & Information 1,966
Music 1,317
Radio and TV Broadcasting 1,169
Art Education 965
Total Creative Industry 52,063
Source: DBEDT, READ.

These industries have been defined using the North American Industrial Classification System, or
NAICSwhichprovides a rich source of standard data at a detailed level on producing industse Without
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that standard data, we would be faced with the need to do special surveys and compilations, which are
costly and usually not comparable with similar activity elsewhere.

The creative sector is a leadingextor for job creation. In 201§ the setor had 52,063jobs and
accounted for 6.1% of the DA OASG O O1T OAI AEOEI EAI i '
also spawns innovations that drive job creation in other sectors.

Creative Job€ompared with Other Industries, 2016*

Accommodation and Food Service2.9% 110,849

El AOS . T6 11

State & local government
Retail Trade
Health Care and Social Assistance
Admin. and Support Services
Creative
Construction
Other Services
Real Estate and Rental and Leasing
Transportation and Warehousing
Federal government - civilian
Finance and Insurance
Educational Services
Wholesale Trade
Manufacturing
Crop and Animal Production

Professional, Scientific, and Technical Services PEICENt of Total

11.2%
10.4%
9.5%

95,812

88,790

81,125

64,958

52,063

49,332

45,734

42,669

33,721

33,248

27,893
24,129

24,124

19,020

16,008

15,296

7.6%
6.1%
5.8%
5.3%
5.0%
3.9%
3.9%
3.3%
2.8%
2.8%
2.2%
1.9%

1.8% CivilianJobs

Arts, entertainment, and recreation Civi|ianJ0bS 1.3% 11,218
Management of Companies and Enterprises 1.1% 9,236
Information 0.7% 6,420
Utilities 0.5%1 4,208
Mining 0.1%] 1,005

Source: DBEDT based on EMSI data

*Jobsin the other sectors by Creative have been subtracted from each industry's measure.

U

As shown in thefollowing figure, the creative setor dir ectly accounted for 4361 £ ( AxAEEGS O

in 2016, with a value added of $3.®illion. If the tourism sector is consolidated with the tourist related
portions of accommodation and food services, retail trade, transportation and warehousing and @&h
industries, the creative sector is the 5 largest private sector in the economy. This would place it next to
real estate, tourism, health care and social assistance, and construction. If the government sector is
included and the tourism related secteos are not consolidated, then the creative industry is the®®largest
sector in the economy.

(AxAEEBO #OAAOEOA )1 AOOOC $AAAT AAO ¢mpx
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Creative GDEompared with Other Industries, 2016*

Real Estate and Rental and Leasing9.1%

$16.0 bil.
Federal government $9.8 bil.
$7.9 hil.
Accommodation and Food Services . $7.3 Dil.

$5.6 bil.

State & local government

Health Care and Social Assistance

Retail Trade 6. $5.6 bil.
Construction $5.3 bil.
Transportation and Warehousing $4.1 bil.
Creative $3.6 bil.
Admin. and Support Services $3.1 bil.
Finance and Insurance $2.9 bil.
Wholesale Trade $2.6 bil.
Other Services 2.2% $1.9 bil
Manufacturing $1.8 bil.
Utilities $1.4 bil.
Professional, Scientific, and Technical Services $1.2 bil.
Information $1.2 bil
Management of Companies and Enterprises $1.1 bil.
Educational Services Parcent of Total GDP0-9%E8 $0.8 bil. Nominal GDP
Arts, entertainment, and recreation 0.5%8 $0.5 hil.
Agriculture, forestry, fishing, and hunting 0.4%}§ $0.4 bil.
Mining 0.1%

$0.1 bil.

r T T T T T T T 1

*GDPgenerated in the other sectors by Creative have been subtracted from each industry's measure.

Source: DBEDT, READ

Performance of the Creative Industries Portfolio

The primary purpose of this report is to measurethe performance of the industry groupswithin
the creative industries portfolio. For each of the NAICS8neasurable groups in the creative sector industry
portfolio, a performance profile was constructed that was composed of three primary performance
measures job growth, change in competitive ngéional industry share, and level of concentration (or
specialization) E T (AxAEEG6O AATTTIiUS 4EA EEOO0O OxIi i AA
competitiveness of the activity, while the third identifies likely export industries in the portfolio.

Combining the measures into a common framework called a performance map allows the
creative sector industry groups to be placed in four performance categories as shown the following
figure (the full report explains this mapping process in more detail).
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CREATIVE INDUSTRY GROUPS MAPPED BY PERFORMANCE, 2006-201¢
Total Jobs, 2016: 52,063
Average Annual Earnings, 2016: $50,752
Net Change in Jobs, 2006-2016: 12.8%
Transitioning Group: 50.0% of Jobs Base-Growth Group: 7.0% of Jobs
Change| Average Change| Average
Group in Jobs | Earnings Group in Jobs| Earningg
Design Services 13.19% $28,653Cultural Activities 127.1% $49,214
Marketing, Photography & Related 19.9% $28,931
Engineering and Research & Development 3.6% $97,814
Music 20.5% $31,123
Computer and Digital Media Products 3.4% $86,41%
Declining Group: 27.5% of Jobs Emerging Group: 15.5% of Jobs
Change| Average Change| Average
Group in Jobs | Earnings Group in Jobs| Earnings
Performing and Creative Arts -0.1% $21,85QFilm, TV, Video Production/Distrib|  45.4% $65,033
Architecture -9.299 $78,41Q0Art Education 61.5% $8,484
Radio and TV Broadcasting -14.2% $60,741Business Consulting 46.1% $61,901
Publishing & Information -37.3% $58,98¢

Source DBEDT compilation based on EMSI data.

The highest performing industries in the creative sector for the 206 to 2016 period appear on
the right side of the figure above. Industry groups on this side of the map have rtly grown jobs over
the period, but have outperformed the same industries nationally, suggestinthat they are gaining in
competitiveness. In addition, theBaseGrowthET AOOOOEAO OEI x A EECEAO POIE
ecd TT U OEAT OEA 1 AOET Thé GugdesisAti@Are likelyAtd bel exdorting some
proportion of their output, either directly or indirectly. Furthermore, while relatively small, these
ET AOOOOEAO AOA OECIT E /EEAAdm) EASJFNG Addshy gieup® ar® Boh as OO A O/
AT T AAT OOA OA Aecoioimy, bull thelr Eothévilse high performance suggestshat they are
candidates for becoming economic drivers in the future.

Industries on the left side of the performance map face some challengdsansitioning industries
are still growing or holding seady in terms of job count. However, they are growing slower than their
national counterparts. This suggests that they haveeached a plateauin terms of competitiveness.
Finally, decliningindustries have lostjobs during the period of the analysis.In some casesthis may be
the result of unusual factors In other cases, like information and broadcastingt may reflect outsourcing
of servicesbeyond Hawaii and/or significant increases in productivity arising fromemerging tednology,
which reduces bBbor needs In either casethese industries warrant close study to understand the
challenges and barriers to growth that they are facing.

Overall, the creatve industry groups added about 3895 jobs to OEA OOA OABetveeAAT T T |
2006 and 2016. Thisamounted to a12.8 % increase in jobshigher than the 82% C Ol x OE ET ( Ax
C|V|I|an economy as a whole for theperiod. The leading performelof the overall portfollo Wasthe cultural

w o~z oA Nz
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High Performing Creative Industry Groups

Only one creative industry group, cultural activities, registered as high performing basegrowth
industries for the 2006 to 2016 period.

Three groups, film, TV, video production/distribution, art education, and business consulting
were in the emerging category This groupalso performed well in job creation.

2015 Na Hoku Hanohano Awards Alternative Album of the Year, Streelighie@ee,
Hawaii Musician/Band Photo credit Soul Session USA

| OEAO #OAAOEOA )T AOOOOEAOGS O0AOA&I Oi AT AA

Five of the creative ®ctor industry groups were inthe transitioning category for the 20® to
2016 period. These ranged from theomputer and digital media products, which increased 3.4% in jobs
to music, which grew jobs by 20.%. However, while these industry graps grew, their growth rate was

below the same industries nationally. As a result, they lost some ground to the nation in terno$
competitive industry share.

Finally, the four creative industry groups that lost jobs duringthe 2006to 2016 period fell into
the declining quadrant of the performance maps; these werperforming and creative arts, architecture,
radio and TV broadcasting, and publistng & information.

It is important to note that the independence of thesecreative groups is not yet clear. The
performance of some groups may reflect strongr weak markets driving other industries for which the
creative target is dmply a supplier. Forinstance,the high performance of cultural activities in the
performance mapprobably reflects the strong tourism demand over the period, rather than a specific
local or export market for cultural products. Likewise, some targets may perform poorly becaeshey
are tied to another industry that has experienced difficulties.
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Conclusions and Next Steps

Work should continue to flesh out the dimensions and opportunities of the commercial markets
served by the NAIC®ased creative industry groups. Thiss espeially important for the digital media
and the broader film industry, which are only partially captured in the NAICS film production industry.
Also needing closer study is the link between specific creative activity and emerging technologies in
informatio n, communications, entertainment, and the broad range of commercial applications that are
being driven by innovation. Learning how creative activity supports and utilizes emerging technology
can help clarify the skill sets and educational elements that Whelp make Hawaii a leader in innovation.

GVS Conneannounced thenew broadbandfiber service with a live reatime demonstration fom Kona,
Hawaii, to a screeningoom filled with Hollywood studio executives at Warner Bros. Studios in Los Angeles
Photo Credit Psalm Oines

w o~z oA Nz
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l. INTRODUCTION

Devel opment of Hawa ihasbecome anymportardfacuiohe atcati & d $ i &
development efforts in recent years for several reasons. Hiesstwa i i 6 s cul t uruiue di v e |
heritage of its Hawaiian host cultuagemajor attractioafor the millions of visitors that inject billions of dollars
i nt o Hexomamy eadhsyear. Without this cultural component to the visitor experitseaii ismostly
a sun and surf destinationdikmanyof its competitors

Secondt he depth of Hawaitiadlse nctr eaantdi vuen iagnude caurlttiusrtai
creatiwve products compete in globabkrkets.Supporting this asset ig@arket of millions of visitors to the state
each yearwhich helps the arts and culture sector maintitical mass Furthermorgvisitors absorb the
creative products of Hawaii in context and share their discovery in the many markets from which they have
come.

Third, the creative industries and their wkforce are key sources of ideas, content and talent for
Hawai i 6 s énuolegy sector.gAdvtamcement inisnceandtechnologyhas made ipossiblefor the
development and delivery of new and valuable intellectual property, such as computer animaition
applications for mobile devias and even 3D modeling of potential new products. While the property rights to
new technologiefike smart phone, tableaind 3D TVmay be owned and licensed byeav, or even just a
single company, content developmatemming fromor using these technologies has no limit in terms of
products and number of companies that can benefit from content development.

The Definition of the Creative Sector

I n 2007 DBEDTO6s Research and Ec ounnocntiico nAnwailtyhs i sl
Creative Industries Division (ClDYeveloped a measure for the creative sector that focusachomber of
key industry groupshighlighted by film and TV, music, an@&gorming arts.

1The Creative Industry in HawaiiApril 2007, DBEDT.
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CID weaves clusters of music, filmcatelevision together to support cross promotion and monetization
AAOxAAT OAAOI OO OOAE AO ( AxAEE -0/00 &kéndsundiracR brd OE T 1
CD/downloadsPhoto credit CBS.

However since that report, several emerging areas havedukid to that focus of interest, particularly
emerging types ofniellectual propertypased on new technologiésr developing and delivering content
through digital media and the internet. The priority focus by the State on the creative sector igmumber

of key activities for which Hawaii has an established competitive advantage as well as areas based on emerging
technology that can generate valwabkports and high paying jobgluding:

f Filmand TV

1 Music

9 Digital media products (such as ganagsl mobile applications)
1 Animation

1 Workforce development in these focus activities

To support the evolving development foc@$D and READdeterminedhata broader definition of
the sector was neededviore current definitions of the creative seotmre reviewedand the scope of the
activitieswasrevisedbased in large padn asimilar study inMassachusetts.

Ador Chris Prattin A OAAT A Jl&EﬂBﬁlCIWor@lfﬂrﬁed |@Hawa||
Photo credit Universal Pictures and Amblin Entertainment

In addition to including more technologyased creative activitied)d newer Massachusetts definition
also broadens the scopemdustriesin the creative sector portfolio includesuchactivitiesas advertising and
marketing, design services, architecture, Bagiing and research and developmehtreport based on that

2 Specifically theNorth Shore Creative Economy, Market Analysis and Action RTamsultEcon, Inc., Eceomic
Research and Management Consultants. Prepared for: the Enterprise Center at Salem State Colleg&alem
Partnership, and the Creative Economy Association of the North Shore, April 2008.

o~ oz oA X
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framework was done in Ju2810. This report is the severntithe series, an update of thene 2016Ha wai i 6 s
Creative Industries Report.

Data Sources

A major feature of the 2007, 2010, 202P14, 20152016and current update of the creative sector is
measurability and comparability. Where possible, the industries in the creative sector are selected from the
very detailed North American Industrial Classification System (NAICS). A rich eli@ble array of data is
available on economic activity based on NAICS. NAICS data also ghmitomparison of Hawaimdusties
against the same activities nationaljlowing better measures of performafcEne data for this report was
developed br a recent DBEDT study on innovation industries, which included the creative sector. They
consist primarily of jobs and labor earnings that are available annually for detailed industries. Other
measures such as sales, output and gross product are radailable as frequently or in as much detail.

More discussion on the data is contained in the following section.

SREATIVE LAR

HAWY . |

3 The framework was developed by DBEDT in another receddtr the evaluation of emerging industry performance

See' AT AEI AOEET C ( A x AE E,ét/hawhii B @i flin@/echnbmic/Bed Oepdrtshe Merging
industries/ .

4 The basic data are compiled by Economic Modeling Specialists, Inc. (EMSI) and processed by DBEDT. EMSI
supplements data from the Federal Departments of Labor and Commerce by includindiestes of proprietors
and selfemployed jobs, and by esthating data for very small industries that are not reported by the Federal
agencies due to disclosure issues.
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Meg LeFauve, screenwriter of the Academy Award winning animated @ilnside Oud  Grdative Lab
Hawaii @ HIFF 2016with Michael Palmier, Executive Director of Creative Lab Hawaii.
Photo credit Kardan Photography

Il. OVERVIEW OR ! 7 ! ) GR&EATIVEINDUSTRESPORTFOLIO

Table 1 provides an overview of thel3 industry groups in the creative sectorandtheir 2016 job
count, based on thecurrent definition of the sector. In total, the creative industries accounted for about
52,063 jobs in Hawaii for2016. This was upl2.8% from 2006, and up 7.1% from 2008. The earnings
average was $0,752.

TABLE 1
CREATIVE INDUSTRY PRODUCTION GR
Industry Group 2016 Job
Marketing, Photography & Related 12,116
Performing and Creative Arts 9,198
Engineering and Research & Development 5,466
Business Consulting 5,124
Computer and Digital Media Products 4,997
Cultural Activities 3,639
Design Services 2,142
Architecture 1,983
Film, TV, Video Production/Distrib 1,981
Publishing & Information 1,966
Music 1,317
Radio and TV Broadcasting 1,169
Art Education 965
Total Creative Industry 52,063
Source: DBEDT, READ.

These industries lave been defined using the North American Industrial Classification System, or
NAICSwhichprovides a rich source of standard data at a detailed level on producing industries. Without
that standard data, we would be faced with the need to do special sweys and compilations, which are
costly and usually not comparable with similar activity elsewhere.

Unfortunately, NAICS is strictly aproduction-oriented, supply-side classification system
meaning that it is focused on firms and industries not markets. df that reason NAICS data does not
clearly identify major commercial marketsfor creative sector products such as digital media, computer
animation and games. NAICS does measunany ofthe likely industries that produce products for these
markets, such & computer programming, engineering and filn& video production.

While the production-based NAICS data does not provide all the data we would like, it is high
quality information and comparable with national data. Also, the jobs associated wittommercial
market activities are contained for the most part, in the production side industry groups. With the NAICS

w o~z oA Nz
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data as a basdurther A ££1 000 AAT AA 1 AAA O AAOOAO O1 AAOOOAI
competitiveness in serving them.

It should be noted that not all of the industry groups in the creative sector portfolio are the subject
of active assistance by the State or local economic development organizationshe main groups of
interest include film/TV, music, cultural activities, performing arts and computer services realted to
digital media.

However, other groups like business consulting, publishing and information, broadcasting and
architecture, to name a few, have not yet been the focus of development efforts. This is mainly because
they have just recently been added to the creative industry portfolio ttough the adoption of the new,
broader definition of the creative sector. The results of their performancein this study will need to be
evaluated, as well as further investigaed, to determine the intensity of development focus that would be
appropriate for theseadditional creative industry groups.

Creative Sector Job Growth

In terms of job growth, the creative industries portfolio seems to have performedabove the
averageover the 2006 to 2016 period (Figure 1). Nine of the thirteen NAICSbased,target industry
groups showed net job growth over thesameperiod. Sevengroups outperformed the overall state jobs
annual growth rate of 0.7%6. Cultural activities topped the list with 855% annual growth. This was
followed by art education business consulting, film, TV, video production/distrib ution, music,
marketing, photography & related, and design services

The four industry groups that lostjobs over the periodwere publishing & information, radio and
TV broadcasting, architecture, and performing and creative arts.

SAO0OET ¢ OEA OOACA &£ O AOAAOEOA Al OOAPOAT ADO
Creative LalHawaii 2013-15 gather at the famedHawaii Theatrefor Hawaii Busines$lagazine, 2016.
Photo credit Tommy Shih and Hawaii Business Magazine.
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